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The aim of this study was to examine Google Venture Design Sprint (sprint) as a rapid 
design process and how it had helped to kick-start a design project in order to test, design 
and prototype for a mobile app in a large organisation. Based on the study, the objective 
of the practical project was to improve Vattenfall My Pages mobile app prototype based 
on the user test conducted during the sprint.  
 
The sprint was conducted at Vattenfall Digital Channels to redesign My Pages mobile 
app. Observations were made during the sprint and analyses were recorded. Participants 
from the sprint were also interviewed. Apart from the sprint being experimented as a rapid 
design process, the rapid sketching and prototyping methods that are used during the 
sprint process were also studied. The theoretical section of the thesis examined the user 
experience design techniques used in the sprint. The practical part focused on the visual 
design improvements of a high-fidelity mobile app prototype based on the data collected 
from the sprint’s user test. 
 
Throughout the sprint, it was found that the techniques used in the sprint provided effec-
tive and reliable ways to help design team to work on the mobile app design project that 
involved a large number of stakeholders. The rapid sketch method used in the sprint was 
effective in generating many sketch solutions which helped produce a reliable prototype. 
The user test had given valuable insights that helped improve the design from the users’ 
perspective. The sprint also provided a better process for a visual designer in designing a 
better prototype that is user-focused. It was also examined as an excellent team building 
exercise for designers working in a large organization. 
 
It would be interesting to continue using the sprint as a user experience design process 
and method to approach various design challenges including design for mobile app. The 
study suggests the sprint is a versatile method that could benefit designer working in a 
team to tackle design challenges that involve a large number of stakeholders. It also en-
courages the visual designer to take an active role in user experience design using the 
sprint to build design and prototype that is user focused, to better fulfil business require-
ments in a short amount of time. Furthermore, building a mobile app that fulfils the users’ 
needs and enhances their experience is something every designer and company that aims 
at creating successful digital products and services must aim for.  
 
 
 
 
Key words: Google Venture Design Sprint, design, prototype, user testing, mobile app. 
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ABBREVIATIONS AND TERMS  
 
 
Agile Originally a software development methodology, which val-
ues people and interactions over processes and tools, working 
software instead of comprehensive documentation, collabora-
tion between team members and the ability to respond to rapid 
change.  
Design Thinking Design thinking is a human-centered approach to innovation 
that draws from the designer's toolkit to integrate the needs of 
people, the possibilities of technology, and the requirements 
for business success. 
Prototype An approximation of an experience that allows you to simu-
late what it is like to use the product or service in question. It 
needs to be clickable (or tappable). 
Sketch Design software that allows user to create visual design spe-
cifically for online user interface 
SME Subject-matter expert 
Sprint Master The facilitator that facilitates and runs the Sprint 
Startup A few-year-old tech company that could still easily fail 
Sprint Referring to the (product) design sprint created by Google, 
and later on adapted by Google Venture, also known as 
Google Ventures Design Sprint  
UI User interface 
UX User experience 
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1 INTRODUCTION 
 
 
This thesis examines Google Venture Design Sprint (later on referred to as sprint), a rapid 
design method to help build a user-focused prototype. In this case, the prototype is a high 
fidelity prototype for a mobile app. The author of this thesis works as visual designer in 
the Digital Channels department of Vattenfall. The team was set to redesign Vattenfall 
My Pages mobile app.  
 
What is the sprint, why use it, and how to use it to build a better mobile app design are 
the questions which will be answered in the theoretical part of this thesis. This method 
came from Google Ventures, created by Jake Knapp with John Zeratsky and Braden Ko-
witz. It has helped many companies to tackle various challenges including testing new 
business ideas for a large enterprise, helping companies building new product features in 
a mobile app, and defining marketing strategies for a start-up (Knapp, 2016). The various 
user experience (UX) techniques used in the sprint will be studied in this thesis. 
 
During the 5-day sprint, observations were recorded and analyses were made. The five 
stages of the sprint will be looked closely into. The five stages are: identifying the prob-
lem, sketching the design, deciding which ideas to go for, making a prototype and testing 
it with the users. Insights gained from the sprint conducted at Vattenfall will also be ana-
lysed in this thesis.  
 
In the practical part of this thesis, a research project was conducted to improve the sprint 
prototype with high fidelity visual design after the sprint had been conducted. Rapid 
sketching, prototyping and user testing will be closely analysed in chapter 4 and 5 on how 
the UX techniques gained from the sprint help the visual designer to make a user-focused 
prototype, in this case for a mobile app. Feedback was gathered for the research project 
via an interview.  
 
This thesis aims at providing guidelines to visual designers on using the sprint to assist in 
making a better prototype design. Vattenfall as a large organisation has its own ways of 
working. Therefore, this thesis tackling the issue of applying such rapid sprint method to 
a relatively new design challenge for a century-old large organisation is worthwhile. Is-
sues that were raised during the sprint such as impediments are discussed briefly as well, 
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to better serve as a case study to other visual designers working in a large organisation 
that involves a great number of stakeholders. 
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2 VATTENFALL AS A LARGE ORGANISATION 
 
 
Vattenfall is a large organisation with more than 30,000 employees working across more 
than 7 countries. Employees work in various departments, located in different offices 
mainly in Sweden and Europe. As a company, Vattenfall’s main services are providing 
electricity and heating to customers in their three biggest markets: the Nordics countries, 
Germany and the Netherlands. In electricity and heat, their business includes all parts of 
the energy value chain: from the extraction of natural resources and production of elec-
tricity and heat, through electricity trading and distribution, to sales both to resellers and 
to end customers (Vattenfall, 2016).  
 
According to Vattenfall, the company is serving 6.2 million private electricity customers 
in four countries, 3.2 million network customers in two countries and 1.9 million gas 
customers in two countries. As such, Vattenfall has the strategy and vision of being a 
customer-centric company (Vattenfall, 2016).  
 
Within the large Vattenfall organisation, I work as a visual designer in the Digital Chan-
nels department. There are three teams within the department: Digital Customer Service, 
Delivery and Operations, and Channel Experience. I work in the Channel Experience 
team with three other UX designers and a business release manager. Our job scope in-
cludes redesigning and developing the current Vattenfall website, a few mobile apps and 
other required materials such as email templates. We work together with other teams 
within the department as well as across different divisions in the organisation. Our team 
delivers user-centred design by conducting user research and user tests, and create 
wireframes and prototypes based on business requirements and customers’ feedback.  
 
Within our department, the working methods are agile. We use Kanban and Scrum to-
gether as an agile working method for our daily work. We work in small teams of four to 
five people and have a daily stand-up meeting in the morning checking our workloads on 
Kanban board. In the team, we ask and give peer reviews on each other’s works regularly. 
User tests are regularly conducted with customers and we always adapt to changing re-
quirements. Designers and developers are sitting close to each other so that communica-
tion is easy and straightforward when there is discussion needed regarding design require-
ments. In a nutshell, the Scrum method means that we work as a small team spending a 
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short time building a small thing, but integrating regularly to see the whole (Kniberg & 
Skarin 2010, 4). Other roles in the department include a department director, a product 
owner, a project manager, developers, content specialists, and testers. 
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3 DESIGN CHALLENGE: REDESIGN MY PAGES MOBILE APP 
 
 
At Vattenfall Digital Channels, there are several design projects scheduled in a year. One 
of the design tasks is to redesign Vattenfall My Pages mobile app. Vattenfall as a large 
organisation provides many products and services to both private and business customers. 
In the My Pages mobile app redesigning task, private customers are the target users. 
 
 
3.1 Current My Pages mobile app 
 
The current Vattenfall My Pages app was developed four years ago (figure 1). It is a 
mobile app that allows a customer to log into their Vattenfall account to check their elec-
tricity consumption, invoices, contract, and compare electricity consumption with other 
households. (Vattenfall AB: iTunes 2016.) It is available for iOS and Android mobile 
platforms on Apple’s iTunes App Store and Google Play Store. The design of the app is 
outdated and has not received much positive feedback from the users according to the 
statistics in both Apple App Store and Google Play Store (Vattenfall Digital Channels, 
2016). 
 
 
FIGURE 1. Current My Pages app interface design (Vattenfall Digital Channels, 2016) 
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3.2 Goals of the design task 
 
The team had many questions regarding the goals of the design task which was redesign-
ing My Pages mobile app. There were no clear objectives and precise business require-
ments presented in the documents. While tackling the challenge, one of the UX designers 
proposed the sprint as a design method to help kick-start the design task. By using the 
sprint, the team set out to define the problems and illustrate the goals of the design chal-
lenge. In the following chapters, the sprint will be examined. How the team used the sprint 
in tackling the designing task will be discussed as well. 
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4 GOOGLE VENTURE DESIGN SPRINT 
 
 
According to Direkova and The Google Sprint Masters (2015), a design sprint is simply 
a structured brainstorming based on design thinking and agile development. Design think-
ing combines empathy, creativity and rationality to solve human-centred problems. It is 
the foundation on which a design sprint is built. Based on the design thinking process 
(figure 3) developed by IDEO and further expanded through the Design School at Stan-
ford, Google Ventures Design Sprint is modified into five stages: understand, diverge, 
decide, prototype, and validate (Knapp, 2013).  
 
 
FIGURE 3. Design Thinking process (Hasso Plattner Institute of Design at Stanford Uni-
versity, 2011, according to Rice, 2011, 2) 
 
The sprint originally started as an experiment by Jake Knapp while he was working at 
Google. He found out that group brainstorming where participants shout out ideas was 
not effective as there were not enough actions delivered after each group brainstorming. 
Through revising the process method, Knapp found out that having time to develop ideas 
independently, putting a time constraint, having the right people during the process and 
having time to prototype has made group brainstorming much more effective. He referred 
to this version of the method as a sprint. The sprint has been used for more than a hundred 
times at Google and Knapp brought this method over to Google Venture when he was 
invited to work as a design partner. (Knapp et al, 2016.) 
 
13 
 
At Google Venture where selected start-ups were being invested, the sprint method was 
modified so that it is much more rapid and intense for solving big problems quickly. With 
the help of Braden Kowitz, John Zeratsky, Michael Margolis and Daniel Burka, the sprint 
became more story-centered, more business orientated, thus being able to produce results 
within only five days. This version of the sprint is called Google Venture Design Sprint 
(sprint). (Knapp et al, 2016.) 
 
This fast-paced 5-day sprint can be used to build and test nearly any idea rapidly, because 
instead of waiting to launch a minimal product to understand if an idea is any good, teams 
get great data from a prototype. In an agile process, a team usually initiates a project with 
an idea for a digital product, build it with a code, and launch it to the market or to some 
users for testing so that the team can learn from it and improve the product with iterations 
(figure 4). The greatest benefit of using the sprint is to give teams a shortcut to learning 
without the high cost of building and the long duration of launching the digital product in 
just 40 hours. (Knapp et al, 2016.) 
 
FIGURE 4. The Sprint gives teams a shortcut to learning without building and launching 
(Google Ventures, 2016) 
 
Although the sprint has been modified to better suit for a start-up at Google Venture, the 
basic methodology in this sprint is the same and has been tested with various big and 
small companies including Nest, a company which produces products for smarter home 
with 1,100 employees around the world (Google Venture, 2016).  In the following sec-
tions, the sprint is explained from the preparatory stages to what activities are conducted 
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during each day, and to how to make use of the results from the sprint. The 5-day sprint 
conducted at Vattenfall Digital Channels will also be discussed and analysed. 
 
 
4.1 Before the sprint 
 
The sprint usually starts with a design problem. This is usually the stage when a team 
encounters the design challenge, business ideas and so on. Depending on the cases, the 
preparation before the sprint varies. The digital team at Three company conducted kick-
off workshops to find out what works well, not so well, and what could be better about 
one of their biggest design challenges, redesigning a service called Network Coverage 
Checker. They felt that the workshop is important to acknowledge all of the feelings, 
ideas and assumptions within the team (Maxwell, 2016). On the other hand, our team at 
Vattenfall Digital Channels did not have any preparation before the sprint and only con-
ducted a kick-off process during the first day of the sprint. In order for the sprint process 
to be implemented efficiently, there are several factors to be taken into account. 
 
 
 
4.1.1  Sprint master 
 
A sprint master is the lead of the sprint team. The master does not necessarily have to be 
the leader of a department. Typically, a sprint master is someone with a deep understand-
ing of UX knowledge and methods. For example, a UX lead, UX designer or design re-
searcher could work well as sprint master. A sprint master identifies the design challenge 
for the sprint, brings the team together and takes them through all sprint stages. It is im-
portant that a sprint master has confidence in leading a meeting; orchestrating discussions 
and telling people when to stop talking. (Knapp 2013.) 
 
The sprint master carries a great responsibility in the sprint. The responsibilities are:  gath-
ering the team, scheduling a week from everyone’s calendars, setting a deadline, sched-
uling user testing, preparing the sprint deck (Klimov 2016, Appendix 1), preparing the 
room and essential supplies (Knapp 2013). In our case, one of the UX designers who 
proposed the sprint naturally became the sprint master.  		
15 
 
	
4.1.2  Gather the team 
 
The ideal sprint team has between four and eight people, consisting of designers, the Chief 
Executive Officer (CEO), a product manager or product owner, a user expert and anybody 
else that is interested in participating. In a small company, the CEO is the key decision-
maker and needs to participate in order to obtain a solution that can be implemented. In a 
bigger company, it is difficult to include the CEO, but if he/she cannot be there the whole 
time, it is best to involve him/her in the key decision-making moments. Usually the team 
lead is a good person to be included in the sprint to make a decision effectively. (Knapp 
et al, 2016.) 
 
 
4.1.3  Clear the calendars 
 
Clearing the calendars can be difficult to do when everyone in the team is busy with daily 
work. The sprint master should make sure that everyone participating in the sprint agrees 
on a week that they can commit to the sprint without having any distraction and meetings 
on the same day of the sprint. (Knapp 2013.) 
 
 
4.1.4  Set deadline and schedule user test 
 
The sprint master recruits users and schedules a user test at the end of the sprint. Sched-
uling a user test before knowing what is to be tested can be rather intimidating. But this 
is the way to set a deadline and it can be good motivation to help the team to make tough 
decisions during the sprint. (Knapp 2013.) 
 
 
4.1.5  Preparation: the sprint deck, sprint room and essential supplies 
 
The last part of preparation for the sprint is to make sure that the team has instructions 
during the sprint, a space for the sprint and tools and stationery to use. The sprint deck is 
simply a PowerPoint, a Keynote slide that contains schedules and a set of methods to be 
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used during the sprint. This is good to have so that participants know what to expect 
during the sprint week. (Knapp 2013.) 
 
It is best to conduct the sprint in the same room throughout the week. This is because the 
room serves as a shared brain space for the team when they put up notes and diagrams on 
the wall, using the same whiteboard for brainstorming. This allows participants to con-
stantly look at the notes and sketches displayed in the room, which helps to identify pat-
terns and encourages creative synthesis during the sprint process (Knapp et al. 2016, 43).  
 
The last thing to prepare for the sprint is to make sure that all stationeries needed during 
the sprint are prepared. These are usually quite easy to find in an office: plenty of post-it 
notes, whiteboard markers, pens and papers, large size papers, red and green stickers (also 
known as voting dots), a timer with alarm sound, and tapes.  
 
 
4.2 Day one: unpack the problem 
 
 
FIGURE 5. The sprint process from Monday to Friday (Knapp et al 2016, 17) 
 
The sprint usually starts on Monday on a work week. The sprint master facilitates the 
sprint first by getting everyone on board. The goal of the first day is to develop a common 
understanding of the sprint’s goals among the participants and devote the entire first day 
to planning. The importance of first day is not to rush straight into finding solutions but 
to dedicate it to organising and sorting priorities. (Knapp et al 2016, 54–55.) 
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The sprint master plays an active role in the facilitation: synthesising the discussion and 
driving the progress by avoiding unproductive debates. Recording key ideas on the white-
board is the most important responsibility of the sprint master.  
 
 
4.2.1  Set a long-term goal and list sprint questions 
 
According to Knapp, setting a long-term goal is a good way to start the sprint. The dis-
cussion about the goal could be started with questions such as why the team is doing this 
project, and how the team foresees the project in six months, one year or three years from 
now. The goal should reflect the company’s principles and aspirations. (Knapp et al 2016, 
53–58.) 
 
However, our team did not set a long-term goal during our team’s sprint. What was more 
practical to do was to list out sprint questions for example, what questions do we want to 
answer in this sprint, and what problems are we solving? These questions helped the dis-
cussions and defining the goal of the sprint. 
 
 
4.2.2  Make a map and ask the expert 
 
Creating a map helps the team to narrow down the broad challenge into specific targets 
for the sprint. It also provides a structure for sketching the solution and prototype. It is a 
map that is similar to a stakeholder map combined with a customer journey map. The map 
contains lists of important character(s) in the story, a clear story explained with arrows 
and words, has an ending to the story, and it is customer-centric as well as simple with no 
more than fifteen steps. The key is to avoid an over complicated map that would create 
difficulties in the sprint, losing focus due to the map being too big to be tackled in five 
days. (Knapp et al 2016, 59–67.) 
 
Blue Bottle Coffee is a company that aims to increase online sales for their coffee prod-
ucts. Figure 6 displays an example of their map depicting the story of how a new customer 
reaches their website and the story ends with buying coffee. 
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FIGURE 6. Example of a map depicting a coffee company’s online sales process (Knapp 
et al 2016, 65) 
 
The map depicts a simple step by step journey which is the focus of the sprint. The chal-
lenges and opportunities lie within the map. In order to go further with this map, experts 
are invited to give insights and share expertise. The experts are often the ones participat-
ing in the sprint. A team lead could provide insights about the strategy, a customer expert 
from customer support or customer research could represent the voice of the customer, 
and marketers, engineers or designers could easily share their knowledge on how things 
work with the products and services. It is also good to look at previous efforts which have 
been made before such as a failed solution or unfinished ideas. (Knapp et al 2016, 68–
71.) 
 
In our sprint, the customer expert from Vattenfall customer support provided a list of top 
ten reasons why customers had requested for support in the past years. The top five rea-
sons were related to energy consumption, invoices, and electricity contracts. The statistics 
from web analytics also suggested that the majority of the customers logged into My 
Pages from the Vattenfall website to check their energy consumption as well. This set a 
very good focus for our team to define the user story for our sprint. 
 
 
4.2.3  How Might We question, set the target  
 
Through listening to the experts sharing their insights about customer, the product and 
services as well as the strategy, the sprint participants wrote down the How Might We 
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(HMW) question. The How Might We question is a method that turns the insight and 
problem into an opportunity for innovative design (IDEO.org, 2016). By the end of the 
session, there should be many How Might We notes. The notes are stuck to the wall for 
sorting into groups and they are given a theme. The team can then use dot stickers to vote 
for the most promising HMW questions. The most voted questions are prioritised. (Knapp 
et al 2016, 73–82.) 
 
At the end of the day on Monday, it was time to choose a target for the sprint. One target 
customer and one target moment on the map should be chosen to be focused for the rest 
of the sprint. For example, Blue Bottle Coffee decided to target customers who had never 
heard of their cafés and who were shopping for coffee beans they had never tasted. 
(Knapp et al 2016, 85.) 
 
Our team had achieved common understanding of the problems by sorting out our notes 
into themes (picture 1). By creating a user story, it acted as our target of the sprint. The 
story was: As a user I want to get help understanding my usage and costs, so I can become 
more energy smart in a fun and engaging way. Our team decided to divide this user story 
into three main parts, and focus on these themes when designing the mobile app proto-
type: consumption and comparing with others, costs connected to consumption, and being 
energy smart in a fun way. 
 
 
PICTURE 1.  Grouping problems and tasks into themes (Photo: Nian Hwei Wong 2016) 
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4.3 Day two: sketch 
 
Day two is an important day to come up with as many solutions as possible to the defined 
target and user story that the team sets to solve on Monday. Before the team goes into 
sketching solutions, it is suggested to have Lightning Demos. Lightning Demos is a ses-
sion where each participant takes a turn to present his/her favourite solutions from other 
products and other domains in three minutes. It is helpful to find good examples of solu-
tions that are diverse, and not copied from competitors. The sprint master writes down 
the key ideas for each solution that each participant presents. By end of the session, there 
are several key ideas that serve as inspirations and raw materials for the team to proceed 
to the next exercise: the Four-step sketch (figure 7). (Knapp et al 2016, 95–102.) 
 
 
FIGURE 7.  The Four-step sketch explained in diagrams (Knapp et al 2016, 109) 
 
 
4.3.1  Four-step sketch: take notes 
 
It is important that this sketching process is done individually, each participant sketching 
alone but together in the same room. And everyone can sketch, no special skills are re-
quired for this session. The team walks around the room that is filled with post-it notes 
on the walls from Monday. Within 20 minutes, each participant takes notes on the goals, 
opportunities and inspirations. (Knapp et al 2016, 109–110.) 
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4.3.2  Four-step sketch: jot down ideas 
 
In the next twenty minutes, each participant jots down or doodles rough ideas (figure 8). 
Mind mapping is a great technique to use in this session for generating ideas and find 
keywords. It does not matter if the ideas are messy or incomplete. (Knapp et al 2016, 
102.) 
 
FIGURE 8.  Ideas generated with doodling, words and anything that gives form to one’s 
thoughts (Vattenfall Digital Channels, 2016) 
 
 
4.3.3  Four-step sketch: Crazy 8s 
 
The third step of the rapid sketching process is called Crazy 8s. For each participant, fold 
a sheet of plain A4 paper to create 8 frames. In each frame, a variation of one of the best 
ideas is sketched. Each sketch takes 1 minute; in total 8 sketches are generated in 8 
minutes (picture 2). This is when the team became very stress and excited at the same 
time. The exercise works best when several variations of the same idea are sketched. 
Sometimes there might be less productive ways of looking at the ideas, but sometimes 
new ways are also discovered. The sprint master must facilitate well so that everybody 
takes part in the sketch session and set the timer. If there are more user stories, the team 
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could continue using the same sketching method to come up with more sketches. (Knapp 
et al 2016, 111–113.) 
 
 
 
PICTURE 2.  During the sprint, 3 rounds of Crazy8s were conducted for 3 different 
themes (Photo: Nian Hwei Wong 2016) 
 
 
4.3.4  Four-step sketch: solution sketch 
 
The solution sketch technique is each person’s best idea put down on paper in details. 
Each participant creates a 3-panel storyboard by sketching on three sticky notes and stick 
on a sheet of plain paper. Sometimes one panel is sufficient depending on the stories. The 
storyboard should explain how the customer interacts with your best ideas of product or 
service solution. It should be self-explanatory, have a catchy title, have strong writing and 
avoid using ‘lorem ipsum’. The previous three steps of the sketch are done privately, and 
the participant does not have to show his/her notes and Crazy8s to anyone. The team only 
looks at each other’s sketches which should be anonymous. After this session, the day is 
over and the team will only look at the sketches the next day. (Knapp et al 2016, 114–
115.) 
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4.4 Day three: decide 
 
After a day of rapid sketching on Tuesday, the team goes into the process of making a 
decision on the third day. There is a pile of sketches waiting to be reviewed and the pro-
cess of making a sprint decision is optimised with using a few techniques to go through 
the ideas.  
 
 
4.4.1  Art Museum, Heat Map, Speed Critique, Straw Poll, Super Vote 
 
Day three starts with putting up all solution sketches onto the wall in a line just like how 
an art museum would look like (figure 9). Hence the technique is called Art Museum. 
Each participant walks around and takes a good look at the solution sketches silently. The 
vital part of this session is to enable the ideas to stand on their own without having to 
make an explanation on each idea. (Knapp et al. 2016, 131-132.) 
 
FIGURE 9.  Art Museum, where all solution sketches are stuck on the wall for review 
(Knapp et al 2016, 132) 
 
Next, each participant is handed with twenty to thirty dot stickers. Each participant gets 
to vote by putting dot stickers on the parts of the solution that they like (if any). They are 
asked to put two to three dots on the most exciting ideas. If there is concern or question, 
they should write it on a post-it note and place it below the sketch. Then they should go 
through all the sketch solutions without talking to other participants and they can use an 
unlimited number of dot stickers. The grouping of the dot stickers resembles a Heat Map, 
and consequently the best idea has the most stickers on it (picture 3). (Knapp et al. 2016, 
132-135). 
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PICTURE 3.  Voted ideas with both dot stickers and Super Vote stickers during the sprint 
(Photo: Nian Hwei Wong 2016) 
 
These two exercises are also called Silent Voting – the voting process is kept silent to 
allow everyone to form their own opinions before others bias them. After the voting, the 
sprint master narrates each sketch solution and calls out the most voted ideas. Concerns 
and questions are reviewed and then the creator of the sketch solution has the chance to 
explain if there are any missed ideas that the team failed to see and to answer any ques-
tions. This 3-minute Speech Critique is repeated until all sketches are reviewed. This ses-
sion can be challenging when the team starts to debate what should be included in the 
prototype but the purpose is to record promising ideas in a very short amount of time. 
(Knapp et al. 2016, 135-137.) 
 
The next phase is the Straw Poll exercise. Each participant gets a bigger dot sticker, or a 
dot sticker with a different colour to vote for the ultimate idea. Everyone is reminded 
again of the long-term goal and sprint questions, erring on the side of risky ideas with big 
potential. In ten minutes, each participant votes for their ultimate choice. It could be the 
whole sketch solution or just one idea in a sketch. And then each participant is given one 
minute to briefly explain his/her vote. (Knapp et al. 2016, 138.) 
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The last exercise, Super Vote, is the ultimate decision. The decider of the sprint (usually 
the CEO or project leader) will get three special dot stickers with their initials on them 
and whatever idea or solution they vote for is what the team will prototype and test on 
day four and day five. For the rest of the ideas, it is important to compile them together 
and label them as ‘maybe-later’ ideas. They may not be the ideas that fit into the sprint 
prototype but they might be useful to add on later. 
 
It is important to note that this decision-making process is not perfect. Sometimes good 
ideas do not get selected. However, it is a speedy process to help achieve the sprint’s 
larger goal: getting real world data for Friday’s test. It is after the test that the data will 
lead to the best decisions. It is also a relief to identify the building blocks of the prototype. 
Sometimes there might be a situation that there are two winning ideas. If so, the team 
needs to decide whether to build two different prototypes and test both of them or to 
combine them into one big detailed prototype. (Knapp et al. 2016, 143–147.) 
 
 
4.4.2  Storyboard 
 
By Wednesday afternoon, the team builds a storyboard together. The storyboard consists 
of ten to fifteen frames drawn on a big whiteboard (picture 4). A volunteered participant 
sketches on the board while the team engages and discusses what happens in each frame 
and gives help as much as possible. The storyboard conveys the scenarios of the prototype 
for user testing on day five. Start with an opening scene such as the user found the product 
via a web search. The sprint team should refer to the winning sketch solutions and notes 
to help fill up the frame one by one until the story is complete. The storyboard should 
include just enough details so that it helps the prototype work on the next day without 
doubts. 
 
One should focus on the most important solutions and keep the story fifteen minutes or 
less so that the prototype can be tested within one hour. Each storyboard frame equals 
about one minute in the user test. Once the storyboard is done, the hardest part of the 
sprint is completed. The plan for the prototype is ready and the team deserves a good rest 
in the evening. (Knapp et al. 2016, 148–158.) 
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PICTURE 4.  Prototype storyboard created during the sprint in Vattenfall (Photo: Nian 
Hwei Wong 2016) 
 
 
4.5 Day four: prototype 
 
On the fourth day of the sprint, the team starts to make a prototype based on the storyboard 
they created on day three. A prototype is something that makes your ideas “real enough 
to feel,” so you can get feedback from users (Direkova, N. & the Google Sprint Masters 
2015, 40). According to Knapp, Zeratsky and Kowitz (2016), an ideal sprint prototype 
has ‘Goldilocks quality’ that evokes honest reactions from customers. It has to be as real 
as possible while able to be built in one day. If the quality is too low, people will not 
believe the prototype is a real product. If the quality is too high, it is not possible to be 
done in a day. The sprint prototype has to be just right depending on the product and 
service that the sprint team is building. (Knapp et al. 2016, 170.) 
 
There are no exact rules to follow when it comes to prototyping. The sprint team has to 
pick the right tools to make the prototype. If it is on screen (website, app, software, etc.), 
prototyping tools like Keynote, PowerPoint, InVision, and Flinto are very helpful. It is 
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good to get everyone in the sprint team to share the prototyping workloads but usually 
most of the work ends up being done by designers.  
 
If possible, the team should be divided so that one person (maker) creates the individual 
components of the prototype (screens, pages, pieces, and so on), one person (stitcher) is 
responsible for collecting components from the maker and combining them in a coherent 
manner, and one person (writer) writes the text used in the prototype that is realistic. This 
helps the user testing to be much more convincing. An asset collector is someone who 
collects images or other assets needed for the prototype. An interviewer is the one who 
will use the finished prototype to conduct user testing on the fifth day. A trial run of the 
prototype should be conducted to make sure it works flawlessly before bringing it to the 
user test on the next day. Dividing up the storyboard could help dividind the workload 
better as well. (Knapp et al. 2016, 186–190.) 
 
 
4.6 Day five: test 
 
The last day of the sprint is always the most exciting one. The team gets to put their 
prototype into testing with real users gathering valuable insights very quickly. It is wise 
to have five users booked for the testing, and the testing should be scheduled already in 
the beginning of the sprint to ensure the users are well-informed beforehand. There are 
various ways to recruit users depending on the target audience. (Knapp et al. 2016.) 
 
 
4.6.1  Five-act interview 
 
Ideally the user test is conducted in a room with a possibility to observe the user’s reaction 
via video camera. The interviewer should be prepared with a script and familiar with the 
prototype. The five-act interview will help the interviewer conduct a successful interview: 
welcome the user to the interview with a friendly manner, ask contextual questions such 
as open-ended questions, ease the conversation by having small talk in between and know 
a lot about the topic of the testing, introduce the user to the prototype and ask them to 
think aloud, prepare detailed tasks to get the user reacting to the prototype, and make a 
short debrief to wrap up the interview. (Knapp et al. 2016, 202.) 
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Having five users in the test is optimum to find patterns that reveal 85% of the learning 
(Nielsen, 2000). Hence, testing with more people will not lead to many more insights. 
Each interview session is ideally about thirty to sixty minutes. The sprint team watches 
the interviews together and takes notes as a group. At the end of the day, notes are taken 
in post-it notes and put up on a white board. The sprint team looks for patterns and makes 
a list of what the users noticed. The patterns should be labelled as positive, negative or 
neutral. The notes should be gone through and make sense out of them. This is also the 
time to review the long-term goal(s) and sprint question(s) that the team came up on the 
first day of sprint. After this, the sprint team can easily figure the next step on how to 
improve the design and even conduct a follow-up sprint. (Knapp et al. 2016, 202.) 
 
In the Vattenfall My Pages app user testing, 10 participants aged between 26 and 62 were 
interviewed. All interviewees were smartphone users, and they also owned a house or flat 
in Sweden. Each session was 30 minutes for one participant, and it included an interview 
and a testing on the mobile app prototype. The users expected that the mobile app created 
by an energy company would ideally provide information including: tips on how to save 
money by using less energy, choosing the right electricity contract, and information on 
how to be more environmentally friendly. They also thought that the basic function of the 
app is to be able to check their invoices and pay through their mobile phone. (Vattenfall 
Digital Channels, 2016.) 
 
During the testing, users were interacting with the prototype without having a specific 
task assigned to them. A few questions were asked while they were exploring the app on 
a certain page and certain functions of the app. Based on the data collected from the user 
test, the most liked features of the app were easy-to-understand graphs on electricity con-
sumption, electricity data comparison between different times of the year, gamified chal-
lenges on how to reduce energy consumption, and comparison between the user and other 
similar households in terms of electricity consumption. (Vattenfall Digital Channels, 
2016.) 
 
In our user testing sessions, many of the sprint rules were not strictly followed due to 
many of the restrictions. In the next section, the insights from conducting the first sprint 
experience are analysed and it serves as a case study to other designers working in a large 
organisation. 
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4.7 Insights from the Vattenfall My Pages app sprint 
 
The idea of the sprint was not to make the best product in just five days but to gain rapid 
insights of the product by prototyping and testing. From the user tests, many valuable 
observations were uncovered. When conducting our first sprint, the team identified key 
features of the app to be built next and discovered unexpected behaviour and comments 
when users interacted with the prototype. The sprint user test helped to validate the pre-
vious assumption on whether a gamified challenge in energy consumption is a good fea-
ture or not. With such insights, the team was able to tackle the design challenge much 
better and faster in the next phase.  
 
Large organisations like Vattenfall have many departments and stakeholders. Within Vat-
tenfall Digital Channels, the project leader and team leader have tight work schedules, 
and therefore it is rather difficult for them to be involved in the sprint for five days in a 
row. Hence, the sprint was conducted with all participants on the first three days, and 
prototyping and testing phase was conducted with only UX designers without involving 
the leaders. The sprint was great for the team to kick-start the Vattenfall My Pages mobile 
app redesign project. Not only it served as a team building activity gathering the team to 
work together to define goals and requirements, but it also raised questions and problems 
that helped the team to work more effectively and more meaningfully. The key to a suc-
cessful sprint definitely lies in the hands of a good sprint master who facilitates well.  
 
According to UX designer Alexander Klimov who was also the sprint master, the sprint 
was effective in helping the team to decide the app requirements much faster. Before it 
had taken several weeks to decide the requirements in order to start designing the 
wireframes, but the sprint has decreased the amount of time needed for the process into a 
few days. It was productive and so much fun working on the sketch solutions during the 
sprint. (Klimov, 2016.) 
 
During the prototype day, only one designer was assigned to make the prototype (Vatten-
fall Digital Channels 2016, Appendix 2). Because of the time limit, a low fidelity proto-
type was built. But for the team, it worked well enough to demonstrate ideas and sparked 
reactions from the users that fulfilled the sprint goals. The key is to inform the users in 
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the beginning about the quality of the prototype and adjust their expectation of the expe-
rience. The findings were recorded and then analysed and shared with the sprint team 
later (Vattenfall Digital Channels 2016, Appendix 3). Based on these real users’ findings, 
I was able to improve the user-focused prototype quickly (figure 10).  
 
 
FIGURE 10.  Clickable prototype built with Sketch and InVision (Vattenfall Digital 
Channels 2016) 
 
Although the sprint is a flexible method that could be modified to suit a specific agenda, 
it is still considered a rather challenging activity to be arranged and conducted. The sprint 
occupies a full work week for most participants who consequently have to clear their 
work schedule and this could be very difficult to arrange. The trick of organising a sprint 
is to schedule it with all participants as early as possible, preferably a few weeks to few 
months in advance. And although the five-day sprint is fun and good for teambuilding, it 
could be very exhausting for participants. Therefore, the sprint is not recommended to be 
held too frequently.  
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5 CREATING USER-FOCUSED PROTOTYPE 
 
 
According to Gothelf & Seiden, a prototype is an approximation of an experience that 
allows you to simulate what it is like to use the product or service in question. It needs to 
be clickable (or tappable). (Gothelf & Seiden, 59.) 
 
As a visual designer working in Vattenfall Digital Channels, prototyping skill is one of 
the requirements. I work with prototypes and wireframes almost on a daily basis in the 
UX team. After the sprint week, the findings collected from the user test were presented 
to the team. The team discussed about the next steps of the project, and I was assigned to 
improve the prototype with more visual details and focus on users’ feedbacks. The five-
day sprint helped me to understand the project from the start and the rapid sketching pro-
cess on day two provided many ideas that I could use in the prototyping process.  
 
The target set during the sprint was also the goal of this project: to improve the sprint 
prototype to help the users to understand their electricity usage and costs, so that they 
become more energy smart in a fun and engaging way. Based on the sprint’s rapid sketch-
ing process and prototype, I made improvements to the Vattenfall My Pages mobile app 
design with better visual details such as crafting detailed icons and providing colour 
schemes to the prototype. The results from the sprint’s user test were used in my project 
as requirements. Based on these requirements, I made modifications to the design to im-
prove the user experience of the mobile app.  
 
The software that I used to make the prototype was Sketch, a user interface design soft-
ware that helped me to design detailed mobile app interface. For visual design, I used 
Vattenfall’s corporate brand colour palette, fonts, icons and visual language. The visual 
language of the prototype was consistent with Vattenfall My Pages website interface but 
was adapted to mobile design. Although the content of the Sprint prototype was created 
in Swedish language, the Sprint was conducted in English because the team has partici-
pants of diverse background.  
 
The Vattenfall My Pages mobile app prototype has a login page and after the user has 
logged into the app, there are several features which will be explained in the following 
chapters. In chapter 5.4, an overview page with smart energy saving tips and notifications 
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is explained. An electricity consumption page which shows the user’s electricity usage in 
kilowatts per hour (kWh) will be explained in chapter 5.5. In chapter 5.6, gamified chal-
lenges on how to save energy consumption are explained and the feature while allows the 
user to compare his/her own electricity consumption to other households is explained in 
chapter 5.7. An invoice page with electricity invoices is discussed in chapter 5.8 but a 
‘more page’ which allows the user to access to his/her profile, contracts, settings, cus-
tomer service, and links to other Vattenfall apps will not be discussed as it is out of scope 
at this stage of design. There is also an onboarding experience for the first-time user ex-
plained in chapter 5.1, and in chapter 5.2, loading screens filled with energy saving tips 
will be discussed.  
 
 
5.1 First-time onboarding experience 
 
Displaying onboarding screens to first-time users has become a common practice in mo-
bile apps. The purpose of these onboarding screens, also referred to as walkthroughs, is 
to introduce the app and demonstrate what it does. In this Vattenfall My Pages app, I used 
the benefits-oriented onboarding technique (Satia, 2014). It is best to show a maximum 
of three key benefits of using the app, and one page should display only one benefit at a 
time (figure 11). The onboarding experience should be brief and consistent, guiding user 
through the app even before the user creates a profile in the app.  
 
FIGURE 11. Onboarding screens showing three benefits of the app, one page at a time 
(Wong, 2016) 
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5.2 Loading screen with energy saving tips 
 
During the sprint’s sketch solution session, I came up with the idea of showing tips that 
are related to energy savings while the user waits for the app to load. This assumed idea 
was later validated in the sprint user test that user would indeed preferr to have these tips 
instead of a blank waiting screen when the app is loading. Such validation is very helpful 
in the visual design process.  
 
For improving the prototype, I created eye-catching illustration to make the tips more 
interesting to read. The colours and visual languages are from Vattenfall brand guidelines. 
When user signs in to the mobile app for the first time, it could take some time to load 
their profile and account details. The energy saving tip is displayed when their profile and 
account details are loading. There is a button which the user can click to read the next tip. 
When the user’s information is loaded, a check icon is shown so that the user is aware 
that the app is ready to proceed to the next step (figure 12). 
 
 
FIGURE 12. On the left, the screen displays a loading animation while on the right the 
loading is complete (Wong, 2016) 
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5.3 Login with mobile BankID 
 
Currently the app is allowing user to log in with their Vattenfall customer ID and pass-
word as well as email and password. During the sprint user test, the team tested the dif-
ferent kinds of methods that the user prefers to log into his/her Vattenfall My Pages App 
with. Almost all users preferred the mobile BankID login method. It is a popular digital 
identification for Swedish residents to easily sign into public and private services such as 
banking, changing address and so on (Finansiell ID-Teknik BID AB, 2016). The team 
had also validated that the users do not prefer social media credentials as a login method 
to their energy consumption app because they feel insecure. This was a valuable finding 
for the team and the company. 
 
 
5.4 Overview start page: card design interaction 
 
During the sprint week, the team had arguments regarding mobile interaction. Some par-
ticipants were worried that the users are not familiar with swiping interaction if the design 
requires them to swipe left and right on notifications displayed as stacking cards. How-
ever, it was validated that the users are prompt to swipe with their thumb when it comes 
to card design, hence breaking the assumption that the users are not familiar with this 
interaction pattern in using mobile app.  
 
I added interaction design details in my prototype to better illustrate how it looks like 
when the user swipes to left and to right of the card (figure 13). When the user swipes to 
right, the next card is shown. When the user swipes to the left, the card is hidden. The 
next upcoming card is faded until the interaction is completed. I had also included an 
example of a news item that could be displayed on the card. Example 1 shows precise 
information regarding user’s consumption and example 2 shows a contest that the user 
could participate in to win an electricity bicycle (figure 14). There are news titles dis-
played next to an icon that helps illustrate the type of news, body text of news and a call-
to-action button. 
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FIGURE 13. News card design interaction (Wong, 2016) 
 
 
FIGURE 14. Example news 1 and example news 2 (Wong, 2016) 
 
 
 
 
36 
 
5.5 Consumption page: consumption graph design 
 
During the Sprint user test, the team found out that most users do not follow their energy 
consumption. The users simply do not understand the energy measurements in kilo watt 
per hour (kWh) and what matters is the cost measured in Swedish Krona (kr). However, 
house owners tended to be more engaged in electricity consumption because they have 
fairly high monthly costs. Therefore, it was decided that showing a graph with detailed 
electricity consumption should be kept as a feature in the app. The design should help the 
user to clearly navigate his/her consumption details by using a bar graph with clear col-
ours. In the app, the idea is always to start with very straight-forward information on the 
consumption start page (figure 15).  
 
 
FIGURE 15. Consumption start page with straight forward information (Wong, 2016) 
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If the user is interested in finding out more details, he/she can click on the section and 
view the graph in a detailed level. The consumption graph has five levels categorised by 
year, season, month, day and hour. Based on the findings from the sprint user test, I made 
the design of the app more exciting by using fresher colours. The app is also designed 
with an educational approach so that users are more aware of how their electricity con-
sumption associates with their daily lives. Friendly illustrations are added as an aid to the 
educational tips. There is also a ‘learn more’ section to help the user to understand jargon 
and also electricity usage in general (figure 16).  
 
 
FIGURE 16. Left: consumption details by year. Right: consumption details by day. Tips 
and ‘learn more’ section helps user understand their electricity consumption in a friendlier 
way (Wong, 2016) 
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5.6 Consumption page: gamified challenge  
 
A gamified challenge was proposed in the rapid sketch process during the sprint and the 
idea of having a fun game while reducing electricity usage was validated in the user test. 
The users enjoy having goals to help them save electricity consumption. The challenge 
page shows user’s ongoing challenge, upcoming challenges and also challenges that the 
user has already completed (figure 17). The design of challenge page is enticing and 
should be supported by good interaction design that encourages user to participate. For 
example, a push notification could be sent out every month to encourage the user to par-
ticipate in the available challenges. The design of the challenges should also be reasonable 
and relevant to the user so that the user does not feel discouraged by not being able to 
complete the challenge. 
 
FIGURE 17. The challenge page showing an ongoing challenge, upcoming challenges 
and also the challenges that the user has already completed (Wong, 2016) 
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5.7 Consumption page: compare electricity consumption to other households 
 
One of the favourite features tested in the sprint user test was comparing user’s electricity 
consumption to others. The user would like to know exactly how the comparison is done, 
and therefore the accuracy of the comparison data plays a crucial role in building this 
feature. However, at this stage of prototyping I did not consider the mechanism behind 
the feature but rather focused on how to present the comparison data as straightforwardly 
as possible. At the consumption start page, the user is able to see his/her electricity usage 
compared to other similar households. When the user clicks on the Compare with others 
page, he/she can see more comparisons: comparison by person and comparison by square 
meter (figure 18). The data are displayed as a round circle graphic using the size to show 
comparison. The explanation is right beneath the comparison chart showing a thumb up 
graphic to signal a positive comparison and a thumb down graphic to signal a negative 
comparison. 
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FIGURE 18. Compare to others page (Wong, 2016) 
5.8 Invoice  
 
Checking the electricity invoice was a feature users expected from the My Pages mobile 
app. During the sprint user test, the users were interviewed about their expectation of the 
app. The ability to check invoices was mentioned many times during the interviews. How-
ever, it was not so important for the users to be able to pay their invoice through the app 
(Vattenfall Digital Channel, 2016). The visual design of the Invoice page is straightfor-
ward: important information is highlighted such as the invoice amount and the due date. 
When the invoice is viewed in details, a pie chart shows the breakdown of the invoice 
(figure 19). 
 
 
FIGURE 19. Compare to others page (Wong, 2016) 
 
After the visuals were made for the mobile app, the pages were put into an online proto-
typing tool, Invision, so that the pages can be animated and linked to each other. A holistic 
experience of going through the mobile app prototype can be accessed by stakeholders 
via a web link shared with them (figure 20). This prototype presentation fulfilled the sim-
ulation of the mobile app experience without having to go into coding and development.  
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FIGURE 20. Prototype presented in Invision (Wong, 2016) 
 
 
5.9 Project feedback  
 
Based on the sprint, I was able to improve the quality of the prototype with high fidelity 
visuals. The improved prototype was shared with the UX team and the feedback was 
positive. According to UX designer Alexander Klimov the prototype was very pleasing 
and well-designed according to Vattenfall branding guidelines (Klimov et al, 2016). The 
visual language was cheerful and fun, and the illustration was very supportive and helps 
to present the energy saving tips well (Klimov et al, 2016).  
 
The improved prototype will be presented to more business stakeholders in Vattenfall to 
collect further feedback before planning for the follow-up sprint. It is very important to 
be able to present the My Pages app prototype with high fidelity visual design so that 
more detailed feedback can be collected before going into development and production. 
The improved prototype provided a better simulation of what it is like to use the product 
or service and whether it is user-focused based on the real users’ feedback from the sprint. 
This helped to explain the project more efficiently and more convincingly to other stake-
holders especially in an organisation as large as Vattenfall.  
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6 CONCLUSIONS AND DISCUSSION 
 
 
By studying the Google Venture Design Sprint in this thesis, I have gained thorough un-
derstanding of the rapid design method and the various UX techniques used in different 
stages. Being a participant in the five-day sprint at Vattenfall has allowed me to go 
through the method in practice and learn how the sprint could be modified to suit different 
design processes.  
 
The sprint is a highly flexible method which can be modified to accommodate specific 
needs and challenges. For example, it was suggested to set a long-term goal during the 
first day of the sprint. However, our team at Vattenfall Digital Channels did not set a long 
term goal during the sprint, but instead we listed out sprint questions to help our team set 
a goal for the sprint. Another example of flexibility is that perhaps not all sprint partici-
pants are required to take part in the prototyping process if it does not help to speed up 
the process. It is up to the team and the sprint master to decide together if everyone is 
needed on day four (prototype) and day five (user test). However, it would be great to 
participate in another sprint to further study the process and learn how to adapt the flexi-
bility of the sprint to solve other problems and challenges. 
 
Throughout the study, I have learnt that in order to conduct a successful sprint, the role 
of the sprint master (or facilitator) is very crucial. Gathering the right team, scheduling 
the sprint week, booking the user test without knowing the test details, and preparing for 
the sprint could be regarded as tedious work, but a sprint master has to facilitate these 
basic requirements well enough to ensure a smooth sprint process. Throughout the sprint, 
the sprint master facilitates the introduction and discussions, and drives the decision-mak-
ing process at every stage of the sprint in a very short timeline. Therefore, having a good 
sprint master is very important in a sprint in order to deliver good results. 
 
By participating in the sprint at Vattenfall, I have observed that every stage of the sprint 
is rather important, especially the first three days. I have realised that one of the most 
important values of the sprint is to achieve shared understanding of the project’s scopes 
and goals in the team. This is especially valuable for a large organisation, because build-
ing a shared understanding of a design project helps to present the outcome of the design 
better to stakeholders in other departments. For a visual designer, it is definitely valuable 
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to understand the design project from the business and customer’s perspective, not just 
from the design’s perspective. This is because when presenting a design project to other 
stakeholders in a large company, using only design terminology to explain the project to 
people who do not have basic design knowledge is not helpful. For example, instead of 
just explaining the card interaction design in a mobile app which enables the users to 
better navigate the news, it could also be presented that the news are carefully curated so 
that users are better engaged with their electricity consumption. 
 
The sprint as a design method is very similar to participatory design. In usability studies, 
participatory design is described as a process that involves developers, business repre-
sentatives, and users working together to design a solution. It actively involves the users 
in the design process to help ensure that the product designed meets their needs and is 
usable in the process (Usability Body of Knowledge, 2011). The sprint user test gives the 
users a voice in the design process. This helps the visual designer to validate design as-
sumptions by actively seeking feedback during the design process. It also helps greatly in 
making a user focused prototype design. 
 
The sprint is also great in helping to shift the focus from purely technical requirements 
and issues towards the needs of the business and users. It acts as a forum for designers, 
developers and business representatives to work with each other in the prototype story-
board session, and to understand their users during the user test. The sprint also enables 
a team to rapidly design, evaluate and iterate design approaches by having follow-up 
sprints after the first one. In the research project, although the outcome of the improved 
high fidelity prototype was received positively among the team, I hope that the prototype 
will be tested again with more users before going into production for another round of 
feedback and validation. 
 
Overall, the sprint is regarded as a fun and intense week working closely together in a 
team to gain insights from the users quickly. I enjoyed the process very much, especially 
the Crazy8s sketching and the voting process. The sprint also served as a team building 
activity that brought the team together through tackling the same problem and achieving 
the same goal. The sprint method helped greatly in building a user-focused prototype for 
the mobile app and it should be used as an iterative process and as flexibly as it is con-
venient for a team in a large organisation.  
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Finally, while working on the research project as a visual designer employed in a large 
company like Vattenfall, I have noticed the shifting roles of a visual designer. Working 
on digital products such as designing a mobile app, is a team-oriented project. A visual 
designer is asked to work on iterating the visual design framework on wireframes in a 
small chunk of time instead of spending a few weeks perfecting the colours and pixels. 
The visual designer is also required to work closely with UX designers. Hence UX 
knowledge is much appreciated in the team. Instead of showing the design to the team, 
the design is being translated into an interactive prototype to be tested by the users. Hence 
it is becoming more crucial as a requirement for a visual designer to be able to make an 
interactive prototype when designing a mobile app. It could be intimidating at first to 
make wireframes interactive but with the help of prototyping tools like Invision and 
Flinto, I was able to create the prototype easily during my research project. With such 
prototyping tools, a visual designer is able to show his/her design intuitively to others and 
explains the design much more effectively.  
 
By studying the theoretical matters discussed in this thesis, I have gained better 
knowledge in UX techniques from the sprint. I would encourage a visual designer to take 
on the role to facilitate design process through conducting a sprint. Depending on the 
types of project, a visual designer should organise a sprint to find out more about design 
requirements holistically with different stakeholders together in the same sprint instead 
of going through many individual meetings that could end up being ineffective. By par-
ticipating in a user test, a visual designer could better understand how visual design in-
fluences user’s behaviour when interacting with a mobile app. And building a mobile app 
that fulfils users’ needs and enhances their experience is an elementary requirement for 
any designer and company that aims at creating successful digital products and services. 
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APPENDICES  
Appendix 1. Vattenfall My Pages app design sprint deck 
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Appendix 2. Sprint prototype 
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Appendix 3. Sprint user test interviews 
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Appendix 4. User-focused prototype 
 
 
Interactive Prototype in Invision accessible at https://invis.io/7V7I8TBGS 
 
